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The Goals 


1. Design the new Animals 


2. Make sure they’re useful 


3. But not game-breaking! 
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Viewer Text 

a{)jsoN 

■ id: 531 
3 {} level 

■ suggested Booster : "Hunter" 

■ contextua Booster : "None" 

■ gameMode : "farm_k ing_c ollec tion" 

1±| gameModeConfigu ration 

3 [ ] starievel 
■ 0: 100 

■ 1 : 150 

■ 2:200 

□ [ ] spawnableltems 

aC ) 1 

■ minOnBoard : 0 

■ type : 4 

■ weight : 100 

■ max On Board : 0 

a{}3 

l±) [ ] itemTargets 
3 [ ] boardState 

■ stealType : "none" 
a [ ] tunnels 

■ numberOfTurns : 15 

■ version : 19 
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Q Site administration x 
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Recent Actions 

My Actions 

It 45.3: None -> 
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1.1: ONION -> PRODUCE_ONION - Fetch Data 


Select Input 


Select First Output 


Select Second Output 


Update Outputs 

Target and Spawn Data for levels in between collections 


Target items from level 28 to level 38 
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* COUNT 
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BREAK 
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Viewer Text 

a[]jsoN 

${}0 

■ collection Lev el : 7 
a {} outputs 

■ PRODUCE_ONION : 3 

■ stars : 1 

■ companions : 6501 
3 {} input 

■ ONION : 12 

a{}i 

■ collection Lev el : 7 
a {} outputs 

■ CRACK : 1 

■ stars : 2 

■ companions : 6514 
3 {} input 

■ STRAWBERRY : 20 

a{}2 
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Search: GO! JJ, Next Previous 



8 

80 


Viewer Text 
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■ 0:6501 

a[] 31 

■ 0:6514 
a[]32 

■ 0:6501 

■ 1 : 6514 
a[]33 

■ 0 : 6504 

■ 1 : 6502 
a[]34 

■ 0:6514 


■ 1 : 6500 

■ 2 : 6502 
a[]35 

■ 0:6514 
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a[]36 

■ 0:6514 


■ 1 : 6504 
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Job Done? 
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1. Is everything broken? 
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1. Is everything broken? 

2. Are people using it? 

3. Do people like 1 it? 

4. What is working well? 

5. What could be working better? 



1) You’re not helping. 















2) Insignificant! 





Score distribution for a collection level 
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Score distribution for a collection level 
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